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Will the Metaverse be Impactful?
By Thomas Cupples
Introduction
In the whirlwind that is the blockchain and cryptocurrency space, it is easy to get swept
up and lost in what is valuable and what is not valuable in the space. This report intends to
explore and increase the understanding of blockchain technologies, primarily the emerging
metaverse and its use cases, and to demonstrate a better understanding of where this emerging
market can create value. Although blockchain has received negative publicity (due to market
speculation and price volatility, as opposed to the real value of the systems), the metaverse is a
blockchain centric reality with use cases as of today. The community is seeing faster adoption of
metaverse and virtual reality environments than other blockchain projects, simply due to its
functionality and adoption status.
In this report, I will detail the state of the art as we are seeing it today, including but not
limited to meetings, land contracts, stores, major companies' outlook in this new reality,
marketing endeavors, and other industrial uses. Engage Virtual Reality will provide many of the
insights I found on both the desktop and Oculus headset versions. The metaverse is also host to
many learning opportunities and classroom applications, which will be detailed on its own for
the purpose of this research report. VictoryXR and Engage will be the programs employed to
attend virtual class sessions, meetings, and other academia related disciplines. As I explore the
metaverse with my advisor Daniel Conway, I will outline all experiences with him, and whether I
found there to be shortcomings in these interactions or what excelled. Later, we will build our
own program to demonstrate the ease in which anyone can utilize these applications (I have

minimal coding knowledge but will be able to construct these environments). And finally, I will
give my expectations for the future of this “second world”. This will include where I would
continue in the study and what would need to be addressed to move forward. Throughout the
process, the underlying question is this: Is it all useful and/or valuable?

State of the Art
To begin, I will lay the foundation for how these applications are becoming useful and
give an idea of what companies, consumers, and developers are seeing. Engage software is one
of many that offer metaverse-level encounters, but its compatibility with my computer and
Oculus headset is the important point. As I explored, I took screenshots on both the Oculus and
desktop versions to provide visuals. When you first enter the world of Engage, you are greeted
by a live Engage representative.

Figure 1A: A view of a live Engage employee
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Over the course of my usage, these individuals are very helpful in locating certain places and
assisting in any functionality questions that arose. Here is another picture of Engage’s campus
below.

Figure 1B: The Engage MiniCampus
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There is a quick menu for accessing certain features on my equipment.

Figure 1C: The menu from Engage
Included in campus are many portals you may enter that are separate worlds on their own. Here
is a picture of just a few portals.
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Figure 1D: A sample of Engage portals
These portals can serve a multitude of purposes, including meetings, class sessions, or purely
for immersive learning. Professor Conway and I had our first metaverse meeting in the Oval
Office.
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Figures 1E and 1F: The Engage Oval Office
Finally, there is a live billboard advertising what is coming next and what is currently offered
within Engage.

Figure 1G: The metaverse marketing billboard on the minicampus
As you can see, with endless programmable worlds, there are ample places to explore that are
inaccessible in the real world. Now, I can explain what both myself and countless others are
seeing as new opportunities for business, education, and socialization.
Most people are familiar with Pokémon Go. It was an early version of augmented reality
(AR) that mirrored software into a real setting. When opening the app on a smartphone, you
would see what your camera would normally see. But with AR technology, Pokémon was able to
generate all the characters into a real-life setting. Since then, we have seen the utilization of AR
by Amazon (placing items on your floor, wall, etc.), Google (Google Glass), and Maui Jim
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(Checking of sunglasses would fit your head correctly without needing a physical pair). Although
these are the most common use cases currently, the next big step in AR will be in product
design and manufacturing.
The current use of a 2-dimensional projection has sufficed for product development and
design, until now. The emergence of AR and VR have rapidly begun changing industries. COVID
was responsible for this exponential growth. To fully understand the metaverse and decide its
value, an analysis of augmented reality first is necessary.
According to Megan Ray Nichols on Thomasnet.com, there are six key ways AR is
impacting the design and manufacturing sector in the near-term. Here, I will explain the five I
thought could be the most impactful.
● First, training and safety procedures will be much more efficient and safer. Instead of
simply having new workers on the floor of a manufacturing facility, they can “shadow
existing personnel but remain out of the way to observe” (Nichols, Thomasnet.com).
There can also be step-by-step guidance incorporated into the systems, to let trainees
experience “first-hand” what it would be like to handle a real operation. A company
called Atheer is already utilizing this technology as its primary product.
● Logistics is another vital operation within manufacturing and supply chain. “When it
comes to order fulfillment and warehouse organization, employees must multitask to
manage orders and regular duties. For example, let’s say an order arrives. A worker has
to check the information, find the necessary product or goods, scan it and report the
data, deliver it to the loading dock, and then sign off on the order. That is a lot of manual
work, which can balloon the time it takes to finish a simple, yet tedious process”
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(Nichols, Thomasnet.com). With AR capabilities, workers could be able to essentially
“X-Ray” a warehouse and find whichever product immediately.
● Maintenance of a plant or warehouse can also be expensive and time consuming. An AR
system can find equipment and hardware that needs servicing, or in the future,
“potential points of failure” (Nichols, Thomasnet.com). This service is being utilized
already by the likes of the U.S. Marine corps.
● Regarding design, creating a product can be challenging and time consuming. From
drawing up a design, to making a few test products, and countless meetings on sourcing
and manufacturing, design is without a doubt a substantial effort. With the power of AR,
practically all of these procedures can be reduced or eliminated altogether.
● Finally, there is the challenge of complex assembly procedures. For example, Boeing
airplanes have “130 miles worth of wiring” (Nichols, Thomasnet.com). Because aircrafts
need to be constructed in a perfectly detail-oriented manner, AR can power engineers to
work faster and more precisely. “Boeing has cut wiring production time by 25% and
reduced error rates effectively to zero” (Nichols, Thomasnet.com). This is one of many
applications being utilized in this manner, and other noteworthy practices include car
diagnostic tests being performed by Jaguar Land Rover.

To examine further the use cases of AR we must look at the emerging use case of
automobiles. Companies of the likes of Mercedes, BMW, Land Rover, GMC, and others are all
experimenting with AR. For instance, hologram projections of one’s speed is a use of AR. As of
2020, GMC Sierra’s are coming equipped with invisible trailer mode. Brian Cooley of Cnet.com
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says “Mercedes has demonstrated with its DICE concept of full screen head-up augmented
reality on the road” (Cooley, Cnet.com). As we can see, most of these applications are not
known to be augmented reality. People simply do not recognize AR as an entirely new type of
technology. This is an important distinction because if people can visualize the extremely
valuable usage of AR, then virtual reality (VR) has a better chance at mass adoption. While
we’re currently in the beginning to middle stages of AR, VR is practically brand new.

Figure 2A: AR demonstration by Mercedes-Benz
Now, I want to dive into the issue of virtual reality land, because, after all, this is a
limitless new world. So, you might ask, why are so many people buying virtual land, if it can be
unlimited? Unfortunately, I must admit that only a few years ago, it was purely speculative, as
the foot traffic in the metaverse was still too low to prove a real investment. Let us look at
Decentraland as an example. Decentraland has been promoting their new product, “Genesis
City.” The virtual city has plots of land, just like the real world, contained in one city, comparable
to the size of Washington D.C. The first plots of land costed a relatively modest investment of
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$2,000. Soon, the speculation took off, and plots were going for well over $175,000, according
to Futurism.com. Like we are seeing all over in today’s blockchain space, speculation is
overrunning true production of a new technology. The core of this speculation is rooted in the
fact that Genesis City was only a map at the time. Now Genesis City is a fully functioning
platform with completely user owned plots of land. Each user can develop what they see fit. I
found that within Decentraland, there is a much more noticeable aim towards free enterprise,
such as promoting one's music, art, NFT’s, and more. Attached is part of the map.

Figure 3A: Decentraland Map
All these locations are built on the Ethereum framework, meaning they are user owned and
immutable. While exploring, I ran across casinos, convention centers, boat shows, and other
what would be considered normal scenarios in the real world. In “The Vegas Plaza,” there were
real slot machines and poker tables that could be wagered on with real cryptocurrencies.
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Figures 3B and 3C: Casino and a London Eye replica (Decentraland)

Then, there was the polygon plaza, which was interesting to see because of its traction gained
recently in the blockchain ecosystem.
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Figure 3D: Polygon Decentraland
But most importantly in my opinion of Decentraland, I ran across countless stores and
promotions. These stores were not filled with other people like I was hoping to see, but
adoption will continue to grow in my opinion. Below is part of a store where the clothing on
display is interactive and able to be purchased with cryptocurrency.

Figure 3E: Decentraland Store
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And here, we can see the promotions of a virtual musician with a scheduled performance in a
couple of days, and another musician promoting his music on different platforms.

Figures 3F and 3G: Examples of marketing in Decentraland
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Although foot traffic was lower than I had hoped, the main loading area into the metaverse of
Decentraland had plenty of real users heading in different directions. I do believe that this land
has proved to be valuable and will continue to gain value, so long as no more land is created in
the program. I can see many truly productive business opportunities within the program,
especially marketing. And since Decentraland is powered by the Ethereum blockchain,
ownership and laws are incorruptible. It is also important to include some financials regarding
Decentraland.

Figure 3H: Part one of Decentraland land sales

13

Figure 3I: Part two of Decentraland land sales
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Figure 3J: Part 3 of Decentraland land sales
This is simply a short clipping of publicly available blockchain transaction records that went to
Decentraland land sales. The transaction hash (the transaction number, essentially), the block
number, buyer, seller, and Ethereum price and USD cost. The total price of all virtual land as of
March 2022 is an astonishing $126,635,183,045. That is $126 billion in just one metaverse, and
only land sales. In game transactions would also inflate that already massive number. This is
important because it demonstrates that mass adoption is on the way, illustrating impact and
value.
Next, I would like to research and explain the cutting-edge development being done by
already leading companies throughout the world. Obviously, Facebook (now Meta) is the
obvious leading platform in which VR and the metaverse are being utilized. The Oculus series is
15

far and away the most affordable yet best VR headset currently available. Like I said, I have
spent plenty of time in the Oculus metaverse and have found its user experience very easy to
manage. I will note that the Oculus’s graphics are clearly still in the early stages. 2-dimensional
graphics on an iPhone are much better currently than the 3-dimensional Oculus headset
provides. But this should be expected, as the earliest versions of the internet were no more
than pixelated images. With time, we can expect improved graphics. The handheld remotes for
gameplay and interactions work very much as intended, but we can also expect improvement of
them further down the road. The headset offers plenty of games and other applications, but I
must note that ~90% of them cost money.
One interesting feature is the new model of “play-to-earn.” With traditional app stores,
you either pay for the application once, pay on a subscription base, or have a freemium version
with in-game add-ons. The play-to-earn model is a new blockchain base that pays users with
NTFs or their resident cryptocurrency to play their game. I foresee this being a big attraction to
new users in the future and will more likely than not switch over to original models of payment
once user adoption becomes more well established. Overall, the Oculus Quest 2, which I have
been using, is the most advanced and seamless metaverse experience to date.
As previously mentioned, Facebook has rebranded as Meta. It is important to note that
to play on any of Meta’s new products, you must still log in with a Facebook account. More
recently, CEO Mark Zuckerberg has demonstrated his complete faith in the future of the
metaverse by removing the Facebook account necessity on the Oculus. Chris Morris of
Fastcompany.com said, “Instead, he said (Zuckerberg), the company will roll out separate
accounts under the Meta banner that will be independent of the social media site” (Morris,
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Fastcompany.com). This is clearly a sign that Zuckerberg is willing to abandon his tried-and-true
model of social media to pursue the potential future of the internet.
I see Zuckerberg and Meta using their extreme knowledge of data-collection and social
media to blend that with the more interactive metaverse. For example, when a picture of
friends at a concert is posted on Facebook, other friends may feel left out. But how about these
friends being able to join in on the concert instantaneously on their couch? It may seem
far-fetched, or out of touch with reality, but the fear of missing out is a powerful tool. Without
stating it, Meta certainly acknowledges this reality. On the competition front, we are seeing
Sony, Apple, Fortnite, and Roblox also developing their respective platforms for VR. Facebook
(Meta) has the upper-hand for now, but massive companies such as these entering the space is
a tell-tale sign that there is serious value in this new campaign.
Now, to focus on the retail side of business, a look at Walmart’s opinion of the
metaverse is necessary. Lauren Thomas of CNBC said, “Walmart appears to be venturing into
the metaverse with plans to create its own cryptocurrency and collection of non-fungible
tokens, or NFTs” (Thomas, CNBC). The largest retailer on Earth filed for a patent December 30th
2021 for “financial services, namely, providing a digital currency and a digital token of value for
use by members on an online community via a global computer network.” The company is also
venturing into the virtual merchandise space for all things carried in their brick-and-mortar
stores. Will we be seeing Walmart stores in the metaverse, just like we see small businesses in
Decentraland currently? I say yes.

Metaverse Education/Meeting
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Now, it is important to cover in depth what I consider to be the most useful application
of the metaverse both today and for the future: education. VR technology has taken us above
and beyond our physical limitations. If you want to learn about Mars, on Mars, VR makes that
possible. If you want to visit the Taj Mahal for free (or monetized, potentially), VR enables this.
If you would like to meet in a normal conference room or classroom without leaving your home,
again, it’s possible.
So, what is stopping this mass adoption? Currently, the price of the technology. As
competition grows, technology cheapens. And with mass adoption of a limited cryptocurrency
supply, we can expect deflationary prices for metaverse capabilities. I know for a fact that
History 101 would be more engaging if you were outside the Roman Colosseum. And Astronomy
101 would be totally immersive with an in-depth look at Saturn. As smart boards were the
future a decade ago, the metaverse is the future of education right now.
The previous paragraph introduced localized applications of metaverse learning into
schools and universities, but I want to detail a fully immersive school in the metaverse right now
called VictoryXR. VictoryXR is a one-of-a-kind campus with real payments for real schooling. It
offers more facilities, rooms, and other gathering places than a real school or university does.
The allure to parents must be the immersive educational experience brought on by VictoryXR.
Another worthwhile note, unfortunately, is that safety in schools has become of utmost
importance in the United States. With VR, children are never subject to the dangers presented
in classrooms in the modern era. Attached below are pictures of the VictoryXR campus and
some of its offerings.
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Figure 4A, B, C, D, E, F, and G: VictoryXr’s current use of metaverse technology for education
As we can see, the learning experiences go above and beyond what is available currently. And to
say that the opportunities are limitless is an understatement. These systems don’t have to be
solely VR either, as AR opportunities are also available. For instance, art museums can come to
life with VictoryXR AR.
While all of this can be overwhelming and seem far-fetched, it is becoming a reality on
campuses as of this Fall, 2022. Morehouse College, New Mexico State, South Dakota State, West
Virginia University, University of Maryland Global Campus, The University of Kansas School of
Nursing, Alabama A&M, and others are all beginning their digital “metaversities.” Below is a
look into what’s to come for Alabama A&M’s Digital Twin Metaversity.
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Figures 4H and I: VictoryXr’s preview of the coming ‘metaversities’
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Figures 4J, K, L, M, and N: More pictures showing VictoryXr’s coming metaversities
Clearly, this is becoming a reality much quicker than people are anticipating. In the next
paragraph, I will explain the perceived downsides to the emergence of the metaverse in
education.
Eric Hawkinson of Medium.com has firsthand experience with the metaverse and
education. The first point made is that “We are finding more and more what that tracking data
can tell about the user, most importantly it can identify you to a high degree of accuracy. This is
a troubling thing for educators trying to anonymize students or individuals wanting to keep their
information private” (Hawkinson, Medium.com). Hawkins mentions many complaints, but I will
only reiterate the few I found most compelling. First, the setup process is tedious and frankly
bad. I have experienced this firsthand. The Oculus Go headsets require a phone to be paired to
the headset. With potentially dozens of students equipping them at once, it is impossible to
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figure out which headset is on who, and which ones are equipped to each phone. Secondly, the
battery power on these headsets lasts for about two hours. And the remote controls run on
double A batteries, and they’re not very effective for long. And third and most importantly,
“Multiple headsets and controllers will find themselves all loaded into a box together at some
point and by the very nature of school use, things get jumbled. There needs to be a way to
easily identify which headset is paired with which controller” (Hawkins, Medium.com). As we
can see, there certainly are issues with the metaverse headsets and technology, when applied
to a large group. Right now, localized use is the best bet for educational benefits. But, as we see
with all new technology, improvement is imminent. Below, I will detail my personal educational
experiences through the metaverse.

My Experiences
I felt it was necessary to actually sit in on a few metaverse lectures on random subjects.
Earlier in the report, I showed the Engage campus and some of the opportunities within it.
Engage, much like VictoryXR, offers a large database of pre-recorded lectures and live class
meetings. Here, I will cover a few.

“Exploring Venus- By Oxford University”
The Exploring Venus lecture takes place inside of the Oxford Engage library. First, you are
greeted by the lecturer, who I must say moves very naturally. It is not perfect human movement,
but it is close. Also, his hands are very pixelated and unrealistic looking. But besides that, the
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facial movements, hand movements, and body movements all seem very natural. I expect this
aspect to continue to improve.

Figures 5A and B: Engage and Oxford University’s lecture on Venus
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Then, the 3-dimensional images began to pop up and rotate, just like the real planets would. It
is worth noting that you are not stuck in place during this lecture, and you can move forward
and backward, and seamlessly move which way you are looking. Here is a Venus to Earth
comparison graphic.

Figure 5C: Engage and Oxford University's lecture on Venus
Next, the lecturer began to introduce the earliest forms of planetary research of Venus in the
form of 3D satellites.
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Figure 5D: Engage and Oxford University’s lecture on Venus
He went through multiple decades and many different satellites and their capabilities, plus
showing the actual pictures taken on the projector. Finally, and the most interesting part, the
immersive experience of being on planet Venus.
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Figure 5E: Engage and Oxford University’s lecture on Venus
I was able to fully look around at the ground, atmosphere, and surrounding haze of sulfuric acid.
As a volcanic planet, fire was added into the library. The experience was quite honestly
incredible. It not only makes learning fun, but also makes it easier. My only complaint would be
that the screen on which the PowerPoint was was hard to read, and the surrounding satellites
that did not disappear after their display were distracting. But, overall, an excellent lecture by
Engage.

“The Grand Canyon- By VictoryXR Academy”
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The Grand Canyon experience was interesting to say the least, but I have more
complaints with it than I did with the Venus lecture. First off, the VictoryXR instructor gave me
basic background information from the top of the Grand Canyon.

Figure 6A: The Grand Canyon by Engage
Then, he took me down into the Canyon to really understand the height of the cliff faces.
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Figure 6B: The Grand Canyon by Engage

Along the way, he explained the Native American tribes who inhabited the Grand Canyon and
provided helpful 3D pop ups to help.

Figure 6C: The Grand Canyon by Engage
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Finally, he took me back to the top where he showed the Grand Canyon at sunset.

Figure 6C: The Grand Canyon by Engage
While this experience was nice, it has a long way to go. Although the instructor was a real
person this time, there was a considerable lag in his speaking. Also, the popups were often hard
to find, and the image quality was poor. The image quality is certainly the most pressing issue if
this experience is to improve. Still, I’ve never seen anything more than a picture of the Grand
Canyon, but as of today, I have a better understanding and idea of what it looks like.

“The JFK Assassination”
In this historical and tragic event, Engage was able to recreate the scene of JFK’s being
shot by Lee Harvey Oswald with moving footage. It was interesting to be able to stand on the
grassy knoll and watch the car drive by, and the shots be fired.
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Figures 7A and B: The JFK Assasination by Engage
This is how far the shots were made by Oswald.
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Figure 7C: The JFK Assassination by Engage
And here, we can see the tracers of the first shot that missed, and the second that hit Kennedy.
Reliving this historical experience was interesting, but the graphics development and action
footage are still in need of development, much like the Grand Canyon experience.

“Engine Assembly Activity”
For a more hands-on approach, I chose to build an engine in the Oculus headset.
Although it was a bit clumsy, and not extremely precise, I still feel I now have a better idea on
where to look if my car is ever acting up! Here is pre-assembly.
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Figures 8A and B: Engine Assembly Activity by Engage
When I would locate the right position for a part, and place it there, it would include a popup
with the name of the part. Here’s an example.
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Figure 8C: Popup in Engage Assembly Activity
And finally, here is the finished product.

Figure 8D: Engine Assembly Activity by Engage
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All of these images are screenshots from my Oculus headset. Like previously said, the process
was a bit clumsy, and I have yet to figure out how to move my Oculus avatar around without
using the teleport function, making it a bit more challenging.
Engage and VictoryXR are obviously in the early stages of their development, but that
should not take away from the unique experiences they are already providing. Whether it is an
interactive experience, an immersive experience, or simply exploring, I believe the future of
education lies within the metaverse. Each program has its shortcomings, and each has its
benefits, but the groundwork for better and easier education has already been laid.

The Build
With Professor Conway and I’s personal build, we wanted to test the ease in which we
could create our own metaverse experience. Engage was utilized for our construction.
Fortunately, Engage offers a free trial, and some pre-populated rooms for lectures, events, and
other experiences. We chose the “Engage Catamaran Night” template to build out our
experience. I loved the flexibility of movement Engage offered in creator mode. Instead of the
standard walking in other users’ experiences, you can fly around your personal build. Below I
will attach pictures to demonstrate the build.
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Figures 9A, B, C, D, E, F, G, H, I, J, K, L, M: Examples of our build in Engage
For the build, I decided to build a small party on the front of the catamaran. First, I added strobe
lights on top of the dance floor. These lights were programmed to be on when the button was
pressed, and off when not. The tools built into Engage were very helpful, although the labeling
of the functions was a bit underdone. Then, I added a projector, with downloaded footage from
the web. Then, I put a giant moon filter in the sky, and added a helicopter to the roof for good
measure. Then a fire pit, and of course, the partygoers. Positioning walls and objects was more
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difficult than I imagined, but with time and experience, I was able to get the hang of it. The
finished product is the last picture.
As you can see in this simple demo, building your own experience, whether it be a
classroom, conference room, or party, is not too difficult. With the party I created, there is a
shareable link to anyone in the Engage program. I feel that the creator side of the metaverse will
continue to expand as the technology improves. I would have liked to practice building in
Decentraland as well, but unfortunately, you must purchase the virtual land for build access
(which is fair if it is going to function like the real world). I hope this demonstration proves that
building and creating in the metaverse is relatively straightforward and requires no coding
experience in most circumstances.
My Thoughts on the Future of the Metaverse
In the past half decade, we have seen a surge in metaverse usage like never before. I
have shown most of the uses currently available in this report, but obviously there was plenty
more that could have been covered. In this section, I would like to explain where I would
continue this report on the value of the metaverse and what I believe the future holds in the
space.
First, it is necessary to discuss the future of the hardware used to enter the metaverse.
Right now, like I’ve said, the Oculus Quest 2 is the best piece of metaverse hardware on the
market. But with its upsides come its downsides, including the bulkiness of the device and the
general lack of comfort. The design also weighs a fair bit and would be inappropriate for young
children. The complaints I have include the head straps not being particularly stable and the
headset tends to fall off my face a bit. On top of that, it is not very mobile. The Meta provided
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case is not easy to move and carrying the Oculus and its controllers alone is quite clumsy. In the
future, I suspect this will change.
Using a metaphor, Steve Jobs’ first iPhone was bulky and did not make an easy fit into
pockets, purses, etc. Now, we have razor thin iPhones and other smartphones, and foldability is
in the future. With metaverse headsets, you can expect the same trend. They will continue to
get smaller and more mobile, mostly due to increased efficiency in semiconductor chips which
can handle more than the current sets of hardware can. Whether or not the headsets will shrink
down to sunglass size is up for question, but I wouldn’t doubt the possibility. And, for the issue
of the controllers, I believe a “docking bay” type feature will soon be available. Apple’s Airpods
are a good example of this. By charging the Airpod case, you subsequently charge the earbuds
themselves. And when not connected to a charger, the Airpod case continues to charge the
earbuds. I imagine something like this. And lastly, the portable case will improve as the headsets
improve. We will begin to see many third parties become involved in the carrying case space,
just like phone and tablet cases are not all provided by Apple, Android, or Samsung.
With a boost in the semiconductor industry, which I expect to happen very soon, the
software embedded in these chips will increasingly be able to handle the 3D graphics and the
metaverse applications. When these new chips are loaded into computers, headsets, and
smartphones, we will see that all underlying software systems for each individual metaverse will
see a boost. For example, Windows 1 was much slower and challenging to operate than the
newest Windows 11. When I was observing and interacting with educational metaverse
examples, I complained about the truly underdeveloped graphics and the jumbled feeling that
they brought on. With a boost in semiconductor capability, these programs will run much
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smoother and clearer. For example, Decentraland on a Mac system looks better than
Decentraland on a Dell (I experimented with both platforms). I can chalk this up simply to the
semiconductor and software employed in each respective device. There is no guessing on this
front, as technology advances (and it almost always does), improved graphics and a seamless
user experience are bound to happen.
Simple functionality is also an area that should see vast improvement in the long-term.
Functionality, not in the sense of software performance, but as in the ability to complete a task
quickly and efficiently in the metaverse. For example, today’s most utilized online software is
Zoom. For Zoom, meetings are as easy as opening your computer, clicking a link, and you’re in
the meeting. With the metaverse, it is a bit more complicated than that. You must first start the
Oculus, which takes a bit to load up. Second, there is no quick link that takes you directly to a
meeting (at least not yet). You must open a program in the headset (such as Engage) and then
navigate their poorly laid out (in my opinion) user interface. Then, you load into wherever you
are meeting, and often you have to navigate around a common area to find the correct location.
I did this with Professor Conway often, and I will say you need to allow at least 10 minutes
before the meeting to find the right spot. I expect this to improve on many fronts. Currently,
since you do all social media and messaging through Facebook, it makes it difficult to message
groups of people who do not have Facebook Messenger active. When the Facebook
requirement comes down, and other third-party applications hit the headsets, we will see
improvement in the functionality aspect. We are already seeing Zoom toy with the metaverse,
but it would not shock me if another company jumped them in command for these 3D
meetings. Again, all this will take is time.
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And finally, the price point on current headsets is a critical aspect of the adoption of the
metaverse. Now, price is dictated by a lot of different aspects. Cost of manufacturing, labor, the
general market, competition, inflation-adjusted, etc., all impact the price point of a unit.
Currently, the Oculus Quest 2 retails for $299 USD for the 128GB version, and $399 USD for the
256GB version (I have found that the 128GB version is plenty sufficient for minor development
and research, for your information). In a perfect market (which we are not), technology is
deflationary, meaning falling prices. If you look at the general television market since 2000, TV’s
have held a deflationary rate of 16.29%.

Figure 10A:
(Taken from AudioDen.com,
https://audioden.com/blogs/news-from-the-audio-den/history-of-electronics-infographic-how-t
vs-have-changed-over-the-years)
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Taking a closer look at the iPhone, we can see almost a flat average cost since the first
iPhone hit stores. It may appear on the surface that the iPhone has gotten much more
expensive, but, when adjusted for inflation, it has not. Another noteworthy point is that the
number of products brought to market by Apple has also increased, again skewing the price to
the upper side. The point in examining this is that even through rules and regulations, and an
imperfect market, technology tends to cheapen over time. With improvements in competition,
manufacturing, software, hardware, and time/labor costs, I believe that metaverse headsets will
deflate over time (barring some massive unforeseen change to the industry).

Figure 10B:
(Taken from 9to5mac.com, https://9to5mac.com/2019/09/23/rising-iphone-prices/)
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Conclusion
This thesis intended to explain the true impact and various values of the metaverse. I
created a detailed report of the current state of the art including augmented reality
supplementing virtual reality, industrial use cases and investment opportunities, current retail
sectors of the metaverse, and Fortune 100 companies’ approaches to the emerging technology.
I also explained the educational aspects currently in the sector, and the shortcomings of them.
Engage virtual software and VictoryXR were used heavily for this research. I then began
interacting with educational experiences in the metaverse and demonstrated the functionality
of certain learning opportunities. Then, Professor Conway and I were able to build out our own
metaverse environment. Finally, I explained some future predictions I have for the emergence of
this technology. If I were to continue exploring and developing in this new world, I would start
by discerning which metaverse will become the most active. The most active metaverse would
promise entirely new business opportunities. Foot-traffic is the key to finding this answer.
Months and potentially years would be required to gather enough data to make a prediction
about which metaverse will be the most impactful. The overarching theme and question of this
paper was is the metaverse truly valuable? My answer: an emphatic yes.
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